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Welcome /. 
to PSZin« S 


This month was a month of surprises. Firstly, 
we were surprised just how much fun we had 
with DJ Hero. Yes, we hoped it would be good, 
but even we weren't expecting it to be that 
good. Read our review inside. 
We were also surprised by just how good 
The Saboteur is shaping up. We're no strangers 
to sandbox gaming, but the atmosphere, style 
and originality that this game has means that 
it's likely to turn out to be something rather 
special indeed. 
And a final pleasant surprise is that Ubisoft 
have actually listened to the people who 
bought the original Assassin's Creed and 
created a sequel that rights a lot 
of the first game's wrongs - 
and trust us, that doesn’t always 
happen. Enjoy the issue. 
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JUSTERUSES 
Publisher: Square-Enix 

Developer: 
Avalanche Studios 
Heritage: Just Cause 


Link: www.justcause,com 
ETA: TBA 2010 


Ye 


~ Looks tranquil now, doesn’t it? You just _| 
wait until it erupts in a sea of flames. 


_ “Ricouses his new and 
improved grappling hook to 
Jack helicopters, military 


planes, jumbo jets and 
speedboats, while pulling off 
a few stunts along the way” 
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What's the story? 


Why should we be excited? 


When do we get more? 


Anything else to declare? 
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Publisher: Bethesda 
Developer: 
Splash Damage 
Heritage: Enemy 
Territory: Quake Wars 
Link: www.brink 
thegame.com 
ETA: Spring 2010 


can be played online with up 
to seven friends” 
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Sonic's Seaside Hill course, with { 
appropriately chequered terrain. 


Each character has a 
specific All-Star move 
NN = Ba) and custom vehicle. 


So 


legends ToeJam & Earl could 


feature in the game, too. 
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Switching sneakers for superkarts 


Dropping the short-lived Superstars branding and reverting to the 
All-Stars name of old, Sonic returns for only his second home console 
racing game since the Saturn's novel, if unremarkable Sonic R. Featuring 
a variety of instantly recognisable environments and a cast of characters 
from the SEGA universe (including Shenmue's Ryo Hazuki), if done 
right All-Stars Racing could be one to rival the mighty Mario Kart. 


All-Stars Racing actually has more in common with little-known 
Game Gear game Sonic Drift than Sonic R, placing each character 
in their own custom kart and giving them their own unique ability 
to use as they race around each track, including AiAi’s Banana Blitz 
and Tails Tornado. 


A playable demo was available for 
Sonic enthusiasts to play at this 
year's Summer of Sonic event, so 
there's a fairly good chance that that 
will eventually make its way onto 
PlayStation Network before the 
game's launch early next year. 


Ifa leaked internal SEGA memo is 
anything to go by, we could well 

be seeing characters from other 
universes being released as DLC. 
Ratchet & Clank have already both 
been mentioned, as have characters 
from Rare’s games and Fable Il. 
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: Project Needlemouse 
YL LAY LL mikes SEGA ETA: TBA 2010 
y \ hatis SEGA up to? Teasing 
y the world with a short trailer 
Y y that made every Sonic enthusiast 
Z tL wet with anticipation, Project 
Needlemouse is an all-new 2D 
Al Wnother Sonic title ‘built from the ground 
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| Am Alive 


Publisher: Ubisoft | ETA: TBA 2010 
h, the irony. Having already been passed from 


up, and with everything pointing 
towards a returmto Sonic's roots, 
we're massively excited. Could 
Needlemouse finally be the game 
that Unleashed promised it would 


?We' 
one development studio to another, | Am Alive’s bel Well id a a 


latest delay is a worrying sign that Ubisoft's survival- 

adventure may be struggling to keep its own head Ja an 
above water. Originally due earlier this year, we're not Publisher: Ubisoft] ETA: December 
getting our hopes up for seeing IAA any time soon, ; 
blit iit does ever make it oul we cam be sure ofa t should come as no surprise to learn that cinema's 
unique gaming experience as we fight for survival big Christmas hit is getting the videogame 


on the destroyed city streets of Chicago following an treatment, but don't give up hope yet, as we're hoping 
horrific earthquake. for another impressive King Kong-esque videogame 


translation from Ubi for James Cameron's latest. Coming 
complete with support for 

il | JN stereoscopic 3D, it should 
Publisher: Ubisoft | ETA: TBA 2010 also be quite the visual treat 
too — provided you've got 
the setup, of course! 
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D etails surrounding the next Ghost Recon game are 
still nonexistent, but nonetheless Ubi is adamant 
that the next title in its popular tactical shooter series will 
launch in the next financial 
year. |s it a third title in GR's 
Advanced Warfighter series 
or anew departure for the 
ghosts? We're hoping to 
find out the answers soon. 
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CHOOSE YOUR ORIGIN 06.11.09* 


In an age of impending darkness, humanity gets a hero with a 
tortured past. As a Grey Warden you choose your origin, choose 
your allies, and give your enemies no choice but death. 
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The Saboteur 


Scaling the dizzy heights of war-torn Paris 


LLL 


Publisher: EA 
Developer: 
Pandemic Studios 
Heritage: Mercenaries, 
Mercenaries 2: World 
in Flames, Destroy 
all Humans! 

Link: www.pandemic 
studios.com/thesaboteur 
ETA: 8th December 


LL 


s P3Zine sat beneath the Eiffel 
Aj= on a bitterly cold but 

beautifully bright Parisian 
afternoon, it quickly dawned on us 
just how much we take for granted 
in videogames. You see, to a vertigo- 
suffering games journalist, even 
scrambling up ten feet of Henri Eiffel’s 
most famous work would be a no-no, 
but in Pandemic’s new open worlder 
The Saboteur, you can climb all the 
way to the top, without using the lift. 
And you can even jump off. 

Most players won't even bat an 

eyelid of course, we've all scaled 
ridiculous heights in gaming before 


—just look at Uncharted 2. It drums 

it home a little though when the 
building in question is one from the 
real, identifiable universe in which 

we inhabit, and even more so when 
you're sat beneath it looking up. So, 

as P3Zine shivered with cold and 
vertigo-induced dizziness, we realised 
that sometimes videogames are just a 
safer world to inhabit. 

Certainly, the thought of actually 
playing the role of Sean Devine - the 
race driver turned resistance fighter 
who heads up The Saboteur — is a 
somewhat sobering thought. He's 
actually based on a real person too, 
namely William Grover-Williams — 
the race driver turned... ah, you 
get the idea. While Grover-Williams 
probably didn't free-climb Paris’ most 
famous monuments, chances are 
he got hiself into some rather prickly 
situations on his mission to liberate 
Paris from Nazi occupation. 

If you've played an open-world 
action game before, and it's pretty 
likely you have, then the first few 
steps inside Sean's worn-in boots will 
be nicely familiar. You can walk or 


| “Youcan walk or sprint | 
around the Parisian 
countryside and city 
Streets just as you 
wouldin GTA” 


Clear a darkened and 
colourless part of the map 
and it bursts with colour. 


sprint around the Parisian countryside 
and city streets just as you would in 
GTA or Mercenaries 2 (Pandemic’s 

last major release, albeit one built 

by a different team), hop in cars and 


shoot a wide variety of guns. Nothing 
new there then. Where The Saboteur 
differs, then, is in two key areas. Firstly, 
Sean's story is a much richer, more 
directed and exposed experience 


It doesn’t take long for Sean to 
pick up a bit of local assistance. 
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> The Saboteur continued 


than usually accompanies open- 
world games. After his best friend 

is killed by Kurt Dierker, a Nazi and 
race-car rival, Sean takes it upon 
himself to join the French resistance 
and become a saboteur. As opposed 
to a typical World War 2 story, this 

is a tale of revenge within a pulpy, 
almost TV-serial vision of WW2. The 
voice acting and dialogue is a step up 
from usual videogame fare, as Sean's 
actually quite a likeable chap — cocky 
but likeable — and the ever-increasing 
peril that stems from each more 
outrageous act of sabotage spurs you 
towards the next mission. 

I's when youre actually carrying 
out the more explosive elements of 
The Saboteur, though, that its true 
strength begins to reveal itself This 


isa game based around verticality 
—Pandemic's Paris is a truly three- 
dimensional open world, one that 
can be enjoyed at the ground level 
but is often best viewed from above — 
like sitting on top of [Arc de Triomphe 
with a sniper-rifle sort of ‘above’ As 
we alluded to earlier, Sean can use his 
incredible climbing ability to not only 
sight-see and base-jump, but also to 
plan his attacks. 

One mission saw our hero actually 
clambering to the top of a Nazi 
stronghold, taking down waves of 
soldiers using a nifty Gears-style 
cover-system and snappy, accurate 
weapons, before getting into a 
Zeppelin, taking down the crew then 
zip-lining out of danger as the whole 
thing burst into flames. This wasn't an 
emergent pirce of gameplay, though. 
Pandmemic has gone to great > 
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Attacking from behind keeps 
up the element of surprise. 
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> The Saboteur continued 


lenghts to punctuate The Saboteur's 
narrative with memorable and 
genuinely awe-inspiring set pieces. 
Ifthe rest of the game's stand-out 
moments can match the sight of a 
screen-flling flaming Zeppelin, then 
we're in for a destructrive treat. 

Of course, being an open-worlder, 
there's plenty to do besides liberating 
Paris and restoring colour to the city 
(The Saboteur uses a clever filtering 
technique called Will To Fight — see 
boxout for details). Being a driver, 
Sean can still participate in races 
around the city in a selection of retro 
sports cars. The handling model 
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is sturdy and reliable, but it’s the 

tracks that make racing worthwhile 

— almost all of the races pull in a key 
monument to scream past, and it’s 
one of the finest ways to take in the city. 
Expect some of the story missions 

to feature gut-wrenching driving 
sections too, especially co nsidering 
Sean's nemesis is also a driver. 

If Pandemic can iron out the few 
remaining bugs, and ensure that the 
variety and intensity of the missions 
remains strong throughout The 
Saboteur's narrative, then there’s no 
reason it wont succeed this winter. 
The gaming world needs a break 
from traditional WW2, and Sean's 
story could just provide it. @ 
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It’s time to bring a bit of colour to 
those mean and moody streets. 


“Being an open- 
worlder, there’s 
plenty to do besides 
liberating Paris” 
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Zoom Out 


There’s always time to take in 


a dodgy French nightclub... 


ItS going to be hard to resist The Saboteur’s charms 
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Publisher: EA 
Developer: BioWare 
Heritage: Baldur's Gate, 
Jade Empire, Mass Effect 
Link: http://dragonage. 
bioware.com 
ETA: 30th November 


Welcome to 2009's biggest game 


ost big games tell their 
stories in fairly broad 
brushstrokes, with 


background loosely sketched in 
through text logs and the odd 
dialogue aside, eventually coloured 
by an expanded universe taking in 
animation, comic books, novellas 
and even websites. Take Killzone 

2, for example — you'll likely find 


the expanded universe far more 
fascinating than that which is 
presented in the game. Dragon Age: 
Origins doesn’t need any separate 


Character models are expressive 
and their characterisation makes 
up for their lack of graphical detail. 


expanded universe, though, because 
it’s all part of the rich tapestry of 
plots, subtexts and characters 
BioWare has woven around a fairly 
traditional RPG template. There's an 
astonishingly detailed world here, 
with lore piled upon lore. The more 
you dig, the more you'll uncover. If 
you've become concerned at just 
how shallow game worlds can be 
these days, you'll be pleased to sink 
into a real deep bath of an RPG. It's 
something of a cliché to say that 
you get out what you put in, but 


@ | Cover | Contents| Previews| Interview | Reviews| Subscribe |16 


Dragon Age: Ongins 


this is one case where that maxim 
truly applies. While it might initially 
seem like a trad fantasy ripped 
straight from the pages of a Tolkien 
book, there's a lot more to Ferelden 
than initially meets the eye, not least 
its sense of humour which marks 
Origins apart from its po-faced peers. 
It's not unafraid to poke fun at itself, 
even if for the most part it takes its 
world and the characters that reside 
therein extremely seriously. 

Yet it’s fair to say that your first 
few hours in this world won't > 


Morrigan is a very useful mage, and 
handily one of the first companion 
characters you'll meet. 


FIGHTING FANTASY 


More blood spatter than the average 
Dexter episode 


So very special 


Within each class, there are specialisations to further tune your chosen 
skillset. Depending on which you choose, they'll spike specific stats with 
bonuses as well as unlocking very particular talents. It's these which 
really give the game its depth, allowing tank-like warriors to attack with 
vicious, fast-paced flurries with the berserker specialisation, or giving 
your rogue assassin-like abilities. Meanwhile, those who prefer the 
arcane art of magic might fancy a go at shapeshifting. . . 
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Ranged enemies can be a 
pain to deal with, though 


they'll struggle to handle 
a warrior rushing them. 


“While the dialogue way youll be part of this team, and 
sequences area little it's once you're yomping around this 


- y ° enormous gameworld with three 
static, there's a wide other members in tow that you may 


> Dragon Age continued game, not to mention range of responses” peenaeat ane 

necessarily be the most pleasant. shaping later encounters While the dialogue sequences are 
We'd be generous if we described depending on your race and class the Rings and move on. Things pick _a little static, lacking the polish of a 
the graphics as’solid; while the voice — it's definitely a slow starter. All the up when you join the Grey Wardens — Mass Effect, or the incredible facial 
acting is hit and miss, and the early talk of a dark force rising in the south, —a group of heroes essentially animation of an Uncharted, there's 
missions are little more than chores. the slightly creaky ‘forsooth’-style acting as a kind of medieval special a wide range of responses, some 
Whichever way you start — and dialogue and the simplistic early forces to deal with any problems in with surprisingly subtle differences 
there are six very distinct backstories — swords-and-shields combat...you'll — Ferelden. You might willingly join or that can genuinely affect the tone of 
which completely change the early be tempted to dismiss it as Bored of be cajoled into signing up, but either the conversation, not to mention > 


FREEZE FRAME 


Taking you through the game, one step at a time ata costs: 


Healers must be protected 


1 HOUR 4 HOURS 10 HOURS 20 HOURS 60 HOURS 
The Grey Wardens want Ferelden isn’t the most When many games are What do you mean, I’ve Relationships made and 
you—you've got plenty of attractive place, but finishing, Origins is just only explored 25% ofthe _ broken, friendships forged, 
darkspawn to kill. there's plentytodoinit. getting started. game world? real world all but ignored. 
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There are many large guardians to fight, 
some of which you'll need to use all your 
tactical nous (and health potions) to defeat. 


> Dragon Age continued 


how that character will react to 

you in future. Indeed, it’s often wise 
to refer to your codex throughout 

— with all the information you've 
collected so far kept here, it’s an 
increasingly indispensable guide to 
relationships and allegiances. As the 
world expands, you'll sometimes 
have trouble keeping track of who's 
who and what's what, and it pays to 
be prepared, in the event that, for 
example, you stumble across a band 
of human-hating Elves. 
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Combat might lack some of the 
elegance of the PC game, where 
you can pause, Zoom and pan, 
and assign tactics fairly instantly 
— though the interface has been 
sensibly adapted to console, with 
radial menus allowing you to access 
six spells, special moves or abilities 
via the face buttons, with the right 
trigger as a modifier. You can preset 
tactics for your team members, but 
still take over direct control if they 
look like they're taking a beating. It’s 
reminiscent in many ways of Final 
Fantasy XIlI's divisive system, but 
arguably a little less chaotic when 
the going gets tough. 

And it will get tough, because 
Origins is not an easy game. 

It's never a slog, but you can 
sometimes unexpectedly come 
up against a large foe or a group 
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PULSOMETER Signs of life 


Takes some 
getting used to 


Ithas to end 
eventually 


Make love, 
not war 


Winning an epic scrap Twisted fire-breathers 


“Dragon Age: Origins 


. isa surprisingly 
; A canine companion can be of pr ogressive hed oe 
“| invaluable assistance in a scrap. playing ga me 


of overpowered enemies who 
can take your entire group out in 
a matter of seconds. It pays to be 
careful, then — making sure you're 
not venturing out of relatively safe 
territory, or ensuring your group 

is effectively prepared and offers 
a good mix of options (a ranged 
combat expert is essential) before 
you start swinging away. 

Despite its occasional clumsiness, 
its weak graphics and its ultra- 
traditional setting, Dragon Age: 
Origins is a surprisingly progressive 
RPG, and almost certainly the finest 


P3Zine 
game of its type on PS3 — assuming 


+ 
you've not played the import-only | 


It's absolutely 


massive 


Ridiculously 
addictive 


Demon's Souls, at least. BioWare has 
triumphed once again, and if it can 
maintain this phenomenal hit rate, 
then Mass Effect 2 is going to be 
stupendously good. @ 


Awiinter essential 
for RPG nuts 


Slow to ——— 


get going | 
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Insomniacon the future of Ratchet & Clank, digital distribution and new IPs. . . 


ith PlayStation’s most 
recognisable mascots 
wrapping up their Future 


story arc on PS3 this month, we ask 
developers Insomniac what next 
for the studio and its dynamic duo? 


The Ratchet & Clank series 
has a fairly rich narrative, 
but what’s your approach to 
writing the story? Do you start 
with the gameplay first and 


build around that, or does it 
work the other way around? 
TU Fixman, Ratchet & Clank: A Crack 
In Time Writer & Editor. We start with 
the gameplay elements that the 
designers and creative director Brian 
Allgeier want put into the game. 
They wanted time to be a big factor, 
and also a lot of upgrading, which is 
something that we're known for, so 
we knew there should be some sort 
of macro-collectibles component. 


made it onto Robot Wars. 
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We also had to think of a way story- 
wise to have the Zoni scattered 
around, so that Ratchet could 
collect them and upgrade his ship. 
It starts with elements like that, 
and then | pitch Brian a story based 
on the elements that he gives me. 
Then, once we find something 
that resonates, we take it to the 
design team and from there on 
out they split up the story and 


Ratchet pulling off his ; 
best Han Solo impression. 


work out how to tell it through 
the gameplay. It’s interesting — 
storywise, the same things that 
makes a movie compelling are 
what make a story compelling 
ina game, but ultimately it’s all 
about making sure that we have 
something that’s fun to play. 


One of the criticisms of gaming 
as a medium is that, while > 


_— 
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> Interview continued 


everything has come along 
technologically, some still 
think that the narrative and the 
quality of the storytelling hasn't 
progressed as far as it should 
have. Do you agree? 

TF: Absolutely. | guess one thing 
that people don’t understand — and 
that | didn’t understand before | got 


,- : 
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into game writing — is that one 
of the things that makes it tricky 
to create a compelling story for a 
game is that everything changes 
along the production cycle. Ina 
movie you have a script that stays 
the same regardless and that's 
where everything stems from. Ina 
game it’s the other way around. The 
story has to always complement 
the gameplay. | could write a really 
compelling story but then anything 
could happen from there. A level 
could get cut halfway through 
production and might have already 
animated all the scenes to appear 
before that, so nothing back there 
can change, we have to keep 
moving forward. So you have to 
write a story not one time but 10 

or 15 times. Fortunately for us, with 
A Crack In Time we didn't run into 
anything as dramatic as an entire 


Tim Schafer. These are all renowned 


gameplay changed, but everything 
stayed mostly on path. In general, 
though, | think that’s one of the 
reasons why you do see the narrative 
falling behind. | think now that’s all 
changing, though and people are 
expecting a better story in terms of 
quality, and studios are making more 
of an effort to hire writers that can 
tell a really good story. You look at 
the really big hits that have come out 
this year like Uncharted 2, Batman: 
Arkham Asylum and anything from 


for having good stories, and | thin 
that the entire games industry should 
stand up and take notice. 


Thanks the popularity of the 

Wii, gaming seems to be shifting 
towards a more casual audience, 
and a lot of PlayStation’s previous 
mascots like Crash and Jak have 


gone into kart racing, party games 


and similar spin-offs. Is that 
something that will inevitably 


We know what you're 
thinking, Ratchet. How are 
you going to get up there? 


level being cut. Features changed and 


happen with Ratchet & Clank? 
James Stevenson, Senior Community 
Manager, Insomniac: It's tough to 

say, who knows — never say never! 
Ratchet & Clank is obviously a 
gigantic IP, they're probably the two 
most recognisable characters for 

the PlayStation brand at this point 

in time. We've sold over 17 million 
units across PS2, PS3 and PSP so it 
could very easily... | mean, there are 
so many opportunities in the entire 
universe. It’s a big game for Sony 
and we've already seen Secret Agent 
Clank, which is sort of a spin-off 

in its own right, so with a world as 
imaginative and creative and with as 
many characters [as Ratchet & Clank], 
| think there are all sort of games that 
could come out in the future. What 
those may be, | don’t know. There are 
no plans for anything right now, and 
definitely not from our perspective, 
but the possibilities are endless. 


A supposed memo between 


SEGA and Sony detailing Ratchet > 


mri nay 
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> Interview continued 


& Clank as playable characters 
in DLC for Sonic & SEGA All- 
Stars Racing leaked a couple of 
months back. Is that true? Will 
Ratchet & Clank really feature in 
that game? 

SCEE PR: We wouldn't want to 
comment on that. 

JS: Yeah, | don't think we'd comment 
on rumour and speculation like that. 
You know, who knows? 


Sony seems to be putting a 


As usual, never rely on Qwark 
to do your job for you. 


released a standalone, three hour 
experience with triple-A production 
values that looks as good as Tools 

of Destruction does? | don't think 
anyone else has. We're in the Wild 
West of digital distribution right now. 
It's anew frontier and people are 
going to try stuff and do things that 
no one has ever been done. Fallout 3 
is doing some stuff that hasn't really 
been tried before and it seems like 
that’s proving to be very successful. 


Grand Theft Auto's doing [new] things 


too. | suppose you could ask whether 
being released on disc at all is a step 


place and much experimentation. 

| think we're rapidly moving into 
the digital distribution era, but with 
baby steps; we're still figuring things 
out as we go. 


Do you think the approach 
that Rockstar has taken with 
GTA IV's DLC - whereby it’s 
the same environment and 
essentially the same gameplay 


bit of weight behind digital 
distribution, and obviously the 
PSPgo is focussed purely on that. 
Do you think that going from 

a digitally-distributed Ratchet 
& Clank game back to a Blu-ray 
only Ratchet & Clank could be 
seen as a backwards step? 

JS: No. It was an experiment that we 
were going to release an interlude 
and try this out. Who else has 


back. But look at GTA and what they're 
doing with The Lost & Damned and 
The Ballad of Gay Tony — putting them 
together on a disc because there are a 
lot of consumers that don’t download 
things, or don't even realise they're out 
there, or they're kids without credit 
cards or who want it as a present from 
Grandma. We're still in the early stages 
of [digital distribution] and there are 
going to be toes in water all over the 


as the original, but told from 
the perspective of a different 
character — is something that 
could potentially work with 
Ratchet & Clank? 

JS: That seems like a massive project. 
The problem is we don't do small 
things very well at Insomniac. Quest 
For Booty was supposed to be 
smaller and probably cheaper than 
it ended up being; we ended up 


making a bigger and bigger game, 

it kept growing. And | don't know if 

our levels lend themselves to that 

as well. You know, GTA is a sandbox, 
same thing with Fallout, it’s much 

easier to colour in a new area to a 
sandbox, drop something in and 

add something to it. Obviously 

there are no plans for anything but > 


® CONTROL => Close Issue @) Print Page te! Search Issue 24 Zoom In CQ Zoom Out o., Toggle Full Screen p-4 Previous Page <= Next Page co 


P3Zine Ze 


> Interview continued 


let's say we did try something like 
that, wed probably have to build 
some new levels or paths through 
levels which would basically end 
up being entirely new assets and 
youd need more environment 
time. | think if you could something 
like that without needing a tonne 
of environment time you could 
probably reduce the cost to get it 
within the range of profitability, but 
| don’t think our levels have really 
been designed with that in mind. 


How has Ratchet & Clank 
progressed technologically over 
the course of the PS3 series? 
Have you invested a lot of capital 
into expanding the engine? 

JS: Well it's actually the Resistance 
engine, which became the Tools of 
Destruction engine, which became 
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the Resistance 2 engine, which 
became the Crack In Time engine. So 
yeah, we invest in it every single time 
round. It’s change or die, basically. 
You've got to keep progressing, 
everyone else is, and the bar's always 
being raised. | think the best example 


of that is Uncharted 2 just completely 


raising the bar on everyone only a 
couple of weeks ago. I’m sure people 
will play our game now after playing 


Uncharted 2 and probably think, “yeah, 


it looks good, but it isn’t Uncharted 
2" To us our game looks great but 
Uncharted 2 is at such a high level, 
unless you keep investing you're just 
going to fall behind everyone else. To 


keep improving on our engine and our 


technology is a very important thing 
for us, and from two perspectives. 


There's the forward-facing perspective 


of the customer that sees and points 
out all of our water technology, the 
selfshadowing, the larger levels and 
lighting tricks that we're doing now, 
and the muscle system that makes 
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Dy 
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Clank might be small, 
but he’s also deadly. 


animations all believable. But then 
there is a lot on our side too. One 

of the biggest things we can do to 
make our games better is make it 
easier for us to make games. So from 
our engine and tool scene it’s,‘how 
do we make our tools more useful 
to the team so that they can make 
assets faster, better and iterate it 
more quickly?’We're always investing 
in that because it’s just as important 
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to have a really strong toolset as 

it is to have ‘whizz bang’ graphical 
features that people can mention in 
reviews and show off in screenshots. 
It's a lot cooler if you have tonnes 

of assets that the artists can iterate 


Lan 
4S on more quickly, and | think that’s oo 
. a feature that a lot of people don't , : 
ever really consider when they think x 
, about engine development. 3 
a ea You mentioned Uncharted , : a 4 .™ 
1G" 2 there, and you guys are ‘ » . 
AL i= — obviously very friendly with - y me | 
wie.® 25 : } Naughty Dog. Do you think that 5 4, ° 
’ ve Ke » wiles Uncharted 2 could be seen as Se = 
the Half-Life of its generation? > ai | “Mig 
" ‘ = 
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> Interview continued 


JS: It seems like it’s a shoe-in for 
game of the year right now and it’s 
definitely one of the best games 

of this generation. Right now it's 
the benchmark, but who knows 
what people are going to do in the 
next couple of years. There could 
be a better game in the works. | 
don't know if I'd go so far as to say 
Half-Life, that’s a big name to throw 
around, but it very well could be — 
they've done a tonne of amazing 
work. Christophe is incredible, 
Evan does a great job and Amy too 
with the story. And the acting they 
have, their motion capture, their 
environments, the interaction with 
everything, how things fall over 
and move - it’s voodoo! I'm glad 
we're such good friends with them 


Boom, boom, pow! 


7 
— 
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because it’s like, okay guys, come on 
over, let's talk about how you did this 
and share the love’ But let's see, it 
could very well be one of the defining 
games of the generation. | think it’s a 
little hard for me to say that a week 
after release, but it's definitely put itself 
into the position to be that. | think it'll 
be a couple of years before we know 
for sure how it stands, but it seems 
like. based on reviews that you see 
once in a generation and comments 
and feedback that you see once in a 
generation, that it very likely could be 
one of those games. 


Going back to Ratchet & Clank, 
the visuals, particularly in the 
cutscenes, have been likened to a 
Pixar CG animated movie. Do you 
think you're at that level yet? 


TF: | think we're definitely 
getting close. In terms of our 
cutscenes looking good, that's 
more our postproduction team 
than the engine, because it’s 
something that we capture 
in layers and they spend their time 
polishing up, so | don't think we're 
quite at that Pixar-level yet, but it 
was a flattering comparison we got 
with Tools of Destruction and we 
started taking really seriously after 
that. That's why in A Crack In Time 
we have more full motion videos. 
There are two kinds of scenes; the 
real-times and the full motion videos. 
nthe real-times you can have effects 
but the FMVs are the ones that you 
can really polish, adding in depth of 
held and tweaking the effects a bit 
more, and we did more FMVs in this 
game so we could add that extra 
ayer of polish. Our post team just 
went all out and made it look insane. 
Certainly in the Future games the 
guys were capable of doing more 
stuff like that in real-time and getting 


Clank gives a look of disappointment 
after learning that he didn’t make the 
cut for the next Transformers movie. 


more bandwidth, especially in the 
cutscenes, for that Pixar feel. In 
terms of the gameplay | think we're 
closer to a CG animated movie than 
anything else I've seen. 


Resistance is obviously a very 
different game to Ratchet. Is 
that somewhere where you can 
let off some creative steam? 

JS: It's a good change of pace. 
There are core teams for each and 
several key creative people as well, 
but | think for a lot of the folks that 
do shift between the productions 
it's anice change of pace. Myself 
included, it’s fun to switch off. With 
Ratchet & Clank we get to do a very 
epic, funny CG animated movie- 
style story, we get to tease a lot 
with our fans and play with a great 
franchise. And then last year when 
we were doing Resistance 2 we 
were doing this big, epic game, and 
there was a lot of pressure on us to 
deliver with it. We really had a huge 
title that we were putting out that > 
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Interview ) 30 percent of your resources and 


invest in something only one percent 
° . will benefit from? Things have 

> Interview continued changed now, I'm sure. You'll get a 

everyone was looking at because it higher percentage now because 

was the big holiday title for the PS3,_——online’s a little more prevalent. PS3’s 

so it’s fun to switch off. | like getting definitely much more connected. 


that change of pace, for sure. But if this game did have multiplayer 
it would be out against Uncharted 

A big part of Resistance 2 was 2's multiplayer and Modern Warfare 
obviously its multiplayer and 2's multiplayer. Would people play 
co-op elements. Why isn’t there Ratchet instead of those two games? 
any multiplayer mode in A Some would, but would it be enough 
Crack In Time? to justify taking all that out of the 
JS:You start every game with a single-player game? That's the 
bucket of resources and you can decision we have to make. So from 
put it wherever you want. You the very beginning, even before Tools 
could fill up the single-player of Destruction, this whole trilogy was 
bucket and put all of your energy envisioned as a single-player-only 
there or spread it out a little more experience, because wed created 
with co-op or multiplayer. And multiplayer games before and people JS: People are always like, ‘why don't What was that Resistance 3 
that's the ultimate thing; we know seemed to really like the longer you do co-op for Ratchet & Clank?’and billboard all about? 
that we have a set amount of single-player games more. We tried it’s like, they're not together, so just JS: No comment. 
time and a set amount of money, to put a lot of replay value in to keep how are we supposed to do it?! But - 

; . : : A Publisher: SCEE 
so what are we going to invest it fresh for people to play over and we always evaluate these things and = Are you working on, or do you aaiinee 
in? When we look back at the over, but multiplayer just didn't really you're seeing a growing trend of co-op have any plans to work on any | i aS 
PS2 games, a very small fraction make sense from that point of view. in games. If | ever thought Resident IP outside of Resistance or 4 Hen : - \ 
of people played multiplayer in Evil would be a co-op game... well,it Ratchet & Clank? a aes 
Ratchet 3 and Gladiator, so when Surely co-op would make perfect still kind of surprises me that Resident JS:We don't really want to tal Link: ae , 
you look at the tiny percentage, sense for Ratchet & Clank in Evil is a co-op game. | definitely think — about anything outside of Ratchet is - ‘i 
do you really want to take 20 or future titles? that a lot of people like playing with & Clank: A Crack In Time right now, eee 

their friends rather than against them. — but what | will say in general is 
Even if you look at Resistance 2, our that it would be silly to think that 


co-op numbers were higher than our — Resistance is going to be the last 
competitive numbers. So it’s definitely new IP to come from Insomniac. So 
a growing sector of the industry, and at some point in the future there 
regardless of what games Insomniac will be new IPs. But as for when, 
make in the future — because we will — where, why, and how - you know, 
make many more games and I'm not — who knows? 

going to talk yet about what they'll 
be —| think co-op play is something Ratchet & Clank: A Crack In Time 
that we will recognise the growing launches exclusively on PlayStation 3 
importance of. on 6th November. © 
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Publisher: Ubisoft 
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Rainbow Six: Vegas 
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s Leonardo da Vinci famously once said, 
A “Lhave been impressed with the urgency of 
, doing. Knowing is not enough; we must apply. 
Le Being willing is not enough; we must do!’ 
A That the Italian polymath plays such a central role 
: = . af if LZ Ae /s ; within the sequel to 2007's super-successful slash- 
1dVeE Fy compet ion, or is gas ‘Sets | ‘ aS ‘em up appears not to be mere coincidence, > 
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“The new Italian 
milieu is not just 
stunningly gorgeous, 
but filled with riches to 
find and stories to tell” 


LIVE BY THE CREED 


Three new elements of Assassin's Creed II that 
will leave you spellbound 


> ACI continued 


but rather a deliberate act, for itseems see why. While Ubi had delivered combat system, economic micro- 


that the team at Ubisoft Montreal have 


hung on to every word of Leonardo's 
quote when approaching their 


follow-up, listening intently to players’ 


criticisms before applying a remedy. 


And they needed to, really. Despite 


its success, there have been very few 


games in recent years to split opinion 


quite so much as Assassin’s Creed. 
For every fan it had its critic; for every 


a visually stunning game that 
offered an element of gameplay 
relatively unexplored at that point, 
digging below the surface exposed 
sloppy errors in design and some 


mindnumbing gameplay repetition. 


But it did have an excellent 
framework — the cohesive parkour, 
the fantastic architecture, the 
glorious visuals and a rich narrative 


management (albeit fairly briefly), 
and an even more compelling 
storyline and location. The new 
Italian milieu is not just stunningly 
gorgeous, but fantastically rich; 

no longer just an empty shell of a 
playground, but a complete world 
filled with riches to find, crevices 
to explore and stories to tell. 

Each collectible now has its own 


appropriate reward, handsomely 
compensating the player who takes 
the time to find all ofthe hidden > 


lover a hater; and while there were 
many who persevered, just as many 
simply gave up. And it was easy to 


Prince of Italia 


There are six secret locations dotted throughout Italy for Ezio to 
discover, each home to the final resting place of a previous assassin. 
Whether underground tombs or the insides of a church, they each 
offer up a slightly different bit of Prince of Persia-alike gameplay anda 
wealth of riches. Find all six and you'll be rewarded handsomely. 


— and ACII makes good use of 
this, before balancing it with fun 
and varied missions, an expanded 
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Aview to a kill. Literally. 
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> ACI continued 


feathers (ACII’s equivalent to AC's 
flags), dig out all six seals from the 
secret locations, find each of the 
300 scattered treasures or uncover 
the secrets left by Subject 16. It’s an 
exploration-fan's dream game. 

A similar level of thought has 
been put into lead character Ezio 
Auditore da Forenze, another 
ancestor of Nolan North’s Desmond 
Miles, this time of Italian heritage. A 


far cry from the relatively dull and 
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one-dimensional 

Altair, Ezio actually 

has a degree of personality. No mere 
puppet, he shows reasoning behind 
his actions, and as the character 
evolves from boylike figure into a 
cold, ruthless killer you'll start to feel 
some empathy for him — something 
impossible to achieve with Altair. 

It’s this excellent pacing, and a 
sense of progression and constant 
reward that plays a key role in the 
success of Assassin’s Creed ll. Indeed, 
in complete contrast to the first 
game, ACI actually gets better as 
it goes along, as you unlock new 
regions within Italy, are showered 
with more gadgets and abilities, are 
gifted with more diverse missions 
and become more wrapped up in the 


ongoing conspiracy. The ridiculous > 
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Though it's cheap, pushing them off a high 
ledge is probably the best way to handle 
the more well-armoured opposition. 


mechanics don't feel quite as 
confident as those found in inFamous 
or Uncharted 2, due to an awkward 
and overcomplicated control setup. 
Technical flaws on the PS3 version 
also mar the overall immersion 
factor, with the game engine proving 
prone to screen tearing and the 
occasional bit of slowdown. Pop-in, 
too, becomes particularly noticeable 
while riding horseback across the 
Italian landscape. 

But these are mere slight 
imperfections in an otherwise 
perfect package, and Ubi Montreal's 
willingness to act on the criticisms 
levelled at the original rather than 
simply churn out a reskinned version 
(which they could have quite easily 
done) is highly commendable. 

And there's still so much that we've 
refrained from talking about — stuff 
that you are simply better off seeing 
for yourselves. 


> ACI continued 


prerequisite of fulfilling repetitive 
side-missions has been removed 
too, allowing the player to dip in 
and out of the story and side-quests 
at will, while other tweaks, like an 
expanded armoury and improved 
combat system that allows you to 
purchase weapon upgrades and 
equip armour also bulks out the 
brawling experience. 

But while there have been many 
big improvements, you do still get 
the overall impression that AC's 
whole is still greater than the sum of 
its parts, and that each element isn't 
quite as good as it perhaps could 
be. The combat — though slightly 
expanded upon since the first game 
— isn't anywhere near as refined as 
the similar system found in Batman: 
Arkham Asylum and can often feel 
slightly clumsy, while the climbing 


| Cover | Contents| Previews| Interview | Reviews| Subscribe |30 


” Wr 


“ACI is every bit the 
game the original 
should have been... 
and then some” 


Assassin's Creed Il is every bit the 
game the original should have been... 
and then some. It's a game so rich in 
character and reward that we'll be 
returning to it right up until the time 
the third one rolls around 

As da Vinci also once said, “There are 
three classes of people: those who see, 
those who see when they are shown, 
those who do not see” Judging by 
Assassin's Creed ll, the Ubisoft team 
definitely fall into the middle bracket. @ 


Me VAT < Compelling story l 


& excellent pace 


Amazing | 
environments WY 


Expertly executed, 
Assassin Creed IIs 
must-have! 


Technical 
flaws mar the 
experience 
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Publisher: Activision 
Developer: 
FreeStyleGames 
Heritage: B-Boy 
Link: www.djhero.com 
OUT NOW 


= e've got to ask... What's Unlike Guitar Hero, DJ is 
. W-: heroic about mixing obviously much more of a niche 

< up beats on a podium, title. Its collection of music is 

or indeed, knocking out riffs on a relatively more adult — JAY-Z 
stage? It’s a moot point we realise, collides with Eminem in one 

but having said that, it does give particularly strong mix, while 

you something to think about. beats from 50 Cent, Dizzee Rascal 
Regardless of all that, the latest in and 2Pac crop up elsewhere 
Activision's multi-million selling along the way, though you do 


+ : Hero series asks us to switch our still get the odd pop mash-up at 
e€ arena andinto the club, ACtivisiOrsh latest. Hero takes centre stage plastic guitars, drums and micsfor — points — Rihanna meets The Killers, 
a plastic turntable. anyone? And then there's the > & 
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SPINNING ME ROUND 


How Activision mixes it up for the newest 
addition to their Hero series 


> DJ Hero continued the prospect of DJ Hero can seem mechanics will feel like second 
slightly intimidating at first. Anditis, nature; you'll have that sudden 
obvious matter of the underground __ as for the first half hour or so you'll be __ realisation that you know what 
club scene being far from the left dazed and confused, wondering you're doing, and that proud sense 
family-friendly delight of Taylor what each button does and how of the music playing through your 
Swift dancing about a firework-lit each individual component of the speakers feeling like your creation 
stage. Instead, DJ Hero is a game turntable has its own effect on will suddenly wash over you. 
thoroughly in tune with both its the music. But then it will all click And that's the core difference 
audience and, thankfully, its music. together perfectly. The crossfader, between this and Guitar Hero. 
Having never DJ'd ourselves — the effect it has on the mixandhow DJ evokes that magical sensation Decked out 
something wed be willing to bet it’s all displayed on the screen will — particularly on the higher tier 
is the case for 99% of you lot, too — suddenly make sense; the scratching _ difficulties — of making you feel > 


Trackmania 


") 


It wouldn't be a Hero game without a new bit of hardware to go with 
it, and this time we've been thrown a pair of plastic decks to mix it up 
on the dancefloor. There are two versions of the kit: the standard piece 
as shown above, or the more expensive Renegade Edition which comes 
complete with a metal finish and stand. 


“DJ Hero evokes that 

magical sensation of 
making you feel like you're 

directly involved with the 
creation of the music” 


Various celebrity DJs pop 
up throughout the game. 


@ Close Issue @) Print Page (gq! Search Issue % Zoom In“ Zoom Out ©, Toggle Full Screen Previous Page <= Next Page 


Look at the cans on that... 


“= 


DOWNLOAD OTHER MAGS (®) Contact Us ji Tella friend | Cover | Contents| Previews| Interview| Reviews| Subscribe |33 
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Give it half an hour and it suddenly becomes > ¢ = 
[Ee et : “Once you've e 
got the hang of it 


ou'll start to feel 
> DJ Hero continued doing (rather than yke a ‘prop er’ DJ” 
like being directly involved with the requiring simple one- - 
creation of the music, and that you dimensional button 
aren't just pushing buttons to the presses like Guitar Hero, DJ requires ¥ 
beat in some ‘Simon Says’ rhythm considerably more hand-eye co- 
action game — even though that ordination to pull off its array of 
is ultimately what DJ Hero still is. button taps, crossfading, sampling, 
We can't quite put our finger on scratching and rewinds), or perhaps 
why exactly that is. Maybe it’s the it's the ability to lay soundbites over 
sheer amount of things that need the top of the mix at will, or being 
able to rewind the track slightly to 
rack up more points. Once you've 
got the hang of it, you'll (quite 
surprisingly) start to feel like a‘proper’ 
DJ and have an understanding and a 
respect, for how it all works in real life 
— something Guitar Hero and the like 
could never even hope to achieve 
within the world of rock. 
Which is why perhaps we feel 
slightly let down by the hardware. 
For the price (and DJ Hero is costly) > 


aT 
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PULSOMETER Signs of life 


The JAY-Z set. 


| do what now? Brilliant Hello, Daft Punk! 


The array of new mixes 
provided for the game should 
appeal to the game’s audience. 


Anyone up for a deck off? 
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> DJ Hero continued 


wed have expected the decks to put 
in a better performance than they 
do. It feels solid enough, and the 
turntable acts exactly as you'd expect, 
but the crossfader feels far too loose, 
often meaning that you'll unwittingly 
push it too far past the centre point, 
thus losing your notestreak through 
no real fault of your own. Early reports 
of the sampler knob breaking after 
only a handful of uses don't exactly 
inspire us with confidence either. 
Other areas of fault lie within the 
game's structure. The game lacks 

any sign of a career mode and with 

it, any sense of progression, instead 
forcing gig after gig upon the player 
with very limited reward. The vast 
amount of mixes (almost 100) and 
the occasional cameo appearances 
from real-life DJs help alleviate the 
game's repetitiveness slightly, but not 
quite as much as wed have liked. And 


given the nature of the music (the 
relative lack of a back catalogue and 
the high expense — we imagine — 
of creating new mixes specifically 
for the game) we also can't see 

the DJ Hero music library filling up 
as thick or as fast as that of Guitar 
Heros, despite the boatload of 
downloadable content promised in 
the months following the release. 

And it’s because of these inherent 
limitations (and the £99 price tag, 
of course) that we think DJ Hero 
will struggle to find its spot in the 
marketplace. It doesn't have that 
same level of instant appeal as its 
older brother, and the bespoke 
piece of hardware means that this 
sub-genre is significantly less open 
to exploitation as the original Guitar 
Hero ever was. 

But, if you're looking to expand 
your musical prowess into the world 
of mixing, DJ Hero's a fantastic place 
to start. It deserves a large degree 


Not so sure of these 
Guitar/Deck mixes 


Lightbulb moment — 
I'm anatural! 


of success, as the show on offer 

here is stronger and more confident 
than that even of the original Guitar 
Hero, and one that carries a firm 
understanding of the music and 

its audience. Forgive it its shortfalls 
and youll find the strongest new 
candidate in the rhythm action scene 
since Rock Band. Move over Guitar 
Hero... there’s a new Hero in town. 


Great mixes 


Confident 
mechanics 
Party for one? 
DJ Hero’s your Incredibly 
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Tekken 6 


Does Tekken have what it takes to wrestle SFIV off the top spot? 


he widespread belief that the 
days of the arcade cabinet are 


Publisher: Namco 
Developer: Namco 
Heritage: Tekken series, 
Ace Combat 6 
Link: http://tekken. 
namco.com 
OUT NOW 


all but numbered is obviously 


to accept. Indeed, the ‘Insert Coin’ 
and ‘Credit(s): 0’ warnings layered 
prominently over the top of Tekken 
6's opening FMV serve well to 
remind us of the times when we 


happily piled our coins into Namco's 


latest fighter; when players would 
gather round cabinets to watch 
skilled players battle, rather than 
simply download the ghosts of 
their idols in their bedroom. But 
nonetheless, the developer is 
starting to come round to the idea 
of a console-shaped future and the 
increased life expectancy of a home 
console product that goes with it - 
something that’s hugely distanced 
from an arcade developer's ‘five 
minutes of fun’ thesis. 

Which means that Namco has 
included a brand new mode into 
the home version of Tekken 6 — 
Scenario Campaign, a third-person/ 
side-scrolling mode similar to 
Tekken 5's Tekken Force. It’s been 
included for all the best intentions 


— to offer a new and relatively 
lengthier fighting experience — but 


@ 


something Namco isn't quite willing 


Close Issue 


HADOU[TEK]KEN 
The ins and outs of Tekken 6 


Character models look lovely, but 
Paul still hasn’t had his hair cut. 


Change of 
character . 
ModeNation 


Outside of the disastrous Scenario Campaign, Tekken 6 offers up a variety 
of modes, including the standard Arcade mode, plus Ghost Battle (which 
allows players to fight continuously), and Time Attack, Team Battle, Practice 
and Survival modes. And though they weren't present in our review build, 
online modes will also be added via a title update at the game's launch. 


its quality is inexcusable. Although 
it can be played with any one of 
the game's 40 characters (with each 
character's move roster still fully 
accessible), Scenario Campaign 
feels sloppily designed, repetitive 
and inherently basic, forcing players 
through uninspired environments 
— factories, woodland and crate- 
ridden docklands are all here — 
before facing them up against wave 
after wave of identical enemies. 

Not only does it play poorly 
(comparisons with PS2 title The 
Bouncer are ultimately inevitable), > 


| The game features some 
amazing lighting effects 
which look far better in 
motion than they do in 
these screens. 
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> Tekken 6 continued 


but it's technically inept too. Short 
gameplay segments are regularly 
interrupted by poorly scripted cut- 
scenes, themselves each separated 
by relatively lengthy load times, 
while the fighting itself is often 
literally hit and miss — frustration 
soon sets in after your move fails to 
hit your target for the umpteenth 
time. Its quality is comparable to 
the likes of Time Crisis 4’s Complete 
Mission mode (another Namco 
disaster, we should point out), 
complete with horrendous PS2-era 
visuals, poorly animated character 
models and, frankly, awful gameplay. 
It's an abomination that Tekken 6 
would be better off without. 
Nevertheless — and despite its 
positioning on the game's menu 


All the familiar faces are back — including 
Devil Jin and Heihachi — but who will 
finally be crowned the King of Iron Fist? 


screen — Scenario Campaign 
should never be considered Tekken 
6's main port of call. Instead, it’s 

still all about the one-on-one 
fighting, which remains undeniably 
top-notch. It's very much the 
antonym of Scenario Campaign 


w Roll over screen for annotations 
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as a technically sound fighting 
engine, cast of iconic characters and 
variety of imaginative and beautiful 
environments — though the less said 
about the bizarre sheep-infested 
yodel-soundtracked arena the 
better — come together to provide 
the greatest Tekken experience yet. 
The fighting model isn’t as deep 
or as tactical as say, Street Fighter IV 
(Tekken is still arguably the button- 
basher’s fighter of choice), but it has 
that vital ‘pick up and play’factor, 
meaning that amateur fighters can 
instantly get to grips with it without 
feeling overly intimidated by insane 
combos and counters. The new 
characters may not be particularly 
exciting or inspiring (Bob, for 
example, is an almost exact replica 
of Street Fighter IV's Rufus), but with 
a library of old and new characters 
to choose from, each with their own 
fighting style, Tekken 6 is an exciting 
prospect for any fighting fan. 


Zoom In Zoom Out 


Toggle Full Screen 


“It has a technically sound 
fighting engine, cast of iconic 
characters and variety of 
beautiful en vironments” 


It may just be an HD update on 
the established Tekken formula, 
but look past the horrific Scenario 
Campaign and youll find a 
confident, gorgeous and thoroughly 
addictive fighter. Whether it should 
be crowned king of the genre is all 
down to personal preference, but 
one thing's for sure: Tekken fans 
certainly won't be disappointed. @ 
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environments \\ 
Asolid, albeit fairly 
uninspiring, fighter @ cenario 
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News 4 Gamers is a news website written by 
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